


A SLOW AND GENTLE ASCENSION 


Within the glades of elven forests, trees fall, decay and 
become nourishment for other creatures. Often this 
nourishment is filled with fae magic and have wondrous 
effects on those who partake of the plant matter. Some live to 
grow older, some grow stronger, some obtain a sense of 
newfound wisdom, some even gain a sense of morality. With 
all of this new perspective on life, a bizarre race of creatures 
ascended and began to flourish in the woods. Sightings of 
strange, large, smooth and slimy creatures slithering the 
woods began to be more common as the ages go by. 
Creatures that were once seen as pests now skulking the 
trees and speaking elvish, now begin adopt cultivation, 
farming, agriculture and even magical knowledge from the 
elves. These creatures are learning and while they seem to be 
taking in the more jovial and peaceful ways of elvenkind, the 
elves themselves began to worry if this new being was a 
threat. One dared to travel into their domain, what at first 
seemed like a wizard's experiments gone horribly wrong, was 
transformed into a warm yet slimy embrace, kind soft spoken 
words, and an offer of food, drink and peaceful sumber under 
a starlit sky for no material cost or ill intent. The elf returned 
home and told his people of a gentle and peaceful race of 
intelligent slug folk who deem themselves as beings called 
the Mollu. 





HoME Is WHERE THE HEART LIVES 


Mollu live in peaceful harmony with nature creating small 
townships in hidden locations, tucked away from most other 
civilizations, though they do not actively hide themselves 
away from the outside world should one enter their villages. 
The Mollu are very communal, often sharing what they own 
and craft to see their friends, family and others thrive, though 
it is not to say they are so peaceful to let themselves be taken 
over by hostile forces. Mollu are highly capable of defending 
themselves through the use of their environment, powerful 
body mass and tactical use their sticky mucus that produces 
off their flesh. With all of this, they can easily subdue a hostile 
force should they attempt to confront the Mollu in close 
quarters. Mollu are very slow moving in nature but their 
intelligence and patience is unparalleled, which lends to their 
druidic spellweaving and arcane knowledge. Mollu will spend 
portions of their lives to the pursuit of magical arts within a 
Mollu village’s “Grand Library”, these bouts of devout 
studying can reach upwards of twenty five to one hundred 
years at a time. The Mollu open their arms out to other 
civilizations which often is humans or elves that wander into 
their homes. Mollu will offer shelter, goods and services for 
minimal material gain, payment for service is either done 
with travellers stories, news of the outside world, or anything 
else one would like to offer. Most objects obtained through 
trade is seen as luxury gifts, decoration within their homes, 
or collected in offering to their massive libraries. The oldest 
Mollu in the village is known as the Grand Pseudo, who 
dictates what is best for their fellow Mollu and collect all 
outside material goods given through trade. Upon collection 
they will deliberate over if the object will do harm or good for 
the village, if the material is deemed safe they will share 
knowledge of the object with their people and display the first 
of said object in the Grand Library for all to see. If they deem 
an object dangerous they will keep hidden from the villagers 
and lock all knowledge of the object's existence away 
somewhere within the village. 


WHEN ENDLESS PEACE ISN'T ENOUGH 


Sometimes Mollu will be enamoured with certain knowledge 
brought into the village, a traveller’s tale could be life 
changing for a young Mollu, or perhaps some knowledge the 
Grand Pseudo wished to keep locked away has found its way 
into the hands, ears, or minds of some villagers. Rather then 
become exiled or held prisoner, these particular Mollu are 
given the title of “Seeker” by the Grand Pseudo. Seekers are 
occupations given to Mollu who find their villages too small 
for them and desire to discover what is beyond their 
homelands, however in exchange for their freedom to roam 
inside and out of the village, the Seeker is vowed to show any 
materials they return with to the Grand Pseudo for 
deliberation. These Seekers will venture into the world and 
live the life of an adventurer, bringing back any treasure, 
knowledge or even allies they've made on their journey to 
make a worthy collection to their hometown’s Grand Library. 


Seeker Mollu who venture into the world mark their lives 
every twenty years with an event within that time as a title, 
for example if a Mollu left home and became a farmer in 
another city, they will give themselves a title after their name, 
such as “Jaela of Appleseed” or “Jaela of Plentiful Harvest”. 
However when the Seeker Mollu returns to their hometown, 
they will refer to their title as their birthplace to prove they 
have not forgotten the love of their home. 


SOFT OF HEART, STRONG OF BODY 


Mollu by nature are kind, caring and very easy going, they will 
do everything in their power to see their companions and 
friends be well tended to best suit their needs. If one can 
offer assistance to suit the needs of others, then surely the 
same act of kindness will be returned in time. Mollu who 
venture out into the world will encounter strife, hardship and 
combat, but will always act selflessly for the greater good of 
others. Mollu will always attempt to subdue their enemy 
rather than spill unnecessary blood. To do so, they will make 
use of their mucus, powerful body mass, and other natural 
abilities to see themselves out of a combative situation with 
as little casualty as they can. Mollu are often recruited into 
adventuring parties for their knowledge of druidic or arcane 
magic, but those who did not offer a portion of their lives to 
the pursuit of knowledge in their village's Grand Library can 
use their natural features to be effective fighters and rogues 
despite their slow paced natures and motor skills. 








MOLLu NAMES 


Mollu are hermaphroditic in nature and often travel with 
unisex names, along with a surname that acts more ofa title 
of their occupation, craft, home, or natural surroundings 
from which they were born from. While Mollu tend to use 
unisex Common, Sylvan and Elven names, Mollu who travel 
to other civilizations or leave to become adventurers can 
gravitate towards a gender specific name should they feel 
pleased with it. After every 20 years an adventuring Mollu 
can transform their surname to best fit their current lot in life 
outside of their homes, however their original surname is 
always used when addressing to other Mollu. 

Mollu Names. Alexis, Ariel, Blake, Breeze, Cleo, Cystenn, 
Emmyth, Ever, Falael, Harley, Indigo, Jassin, Karter, Keya, 
Nym, Rowan, Riley, Wren. 


MOLLU TRAITS 


While lax and inherently slow, Mollu are beings with a big 
heart and even bigger repertoire of mucus based abilities to 
remain effective in any adventuring party. 

Ability Score Increase. Your Strength score increases by 
Di 

Ability Score Decrease. Your Dexterity score decreases 
by 2. 

Age. Mollu take life very slowly and due to their physiology 
age slower then most races, they mature at age 16 and can 
live up to 800 to 1000 years old. 


Alignment. Mollu are physically incapable of being Chaotic 
due to their eased pacing. Their mellow and peaceful natures 
never warrant them to be Evil Most Mollu will do their best 
to be as communal and respectful to their neighbor, friends, 
family and strangers often having them lean towards Neutral 
Good. Adventuring Mollu will have the capacity to create a 
wider moral compass in life, but even so finding an Chaotic 
or Evil Mollu is unheard of. 

Size. Mollu are size Medium, varying from 4'7 - 7 feet tall. 
A Mollu can stretch themselves out and squish themselves 
down to be double their normal size. These body contortions 
do not change the Mollu into a Small or Large creature as the 
Mollu must always return to its standard size after 
depression or extension. 

Speed. Your base walking speed is 20 feet. 

Powerful Centermass. Mollu mucus and physiology 
makes them steadfast and sturdy, as such you are considered 
a Large category size creature for the purposes of pushing, 
pulling, lifting and carrying capacity. 

Body Slam. In combat Mollu can apply their body weight 
on top of their enemies, while this does deal damage the 
primary intent is to cover the creature in their sticky mucus. 
As a melee attack action you can use Body Slam, on a 
successful hit you deal 1d4 Bludgeoning + Strength Modifier 
and your enemy must roll a Strength Saving Throw vs 
Athletics. If the enemy fails they become covered in a sticky 
film that halves their movement for one minute. The next 
attack roll to hit the slimed target has advantage. 

Sticky Mucus. The Mollu create a sticky glue like 
substance from their bodies that trails behind them but dries 
away quickly after afew minutes of prolonged exposure to the 
elements. You can climb any surface at your movement speed 
with the effects of Spider Climb. 

Amphibious. Your mucus can pocket and filter oxygen 
while underwater allowing you to breath while submerged. 

Mucus Armor. The mucus the Mollu generate from their 
flesh layers upon itself creating a sticky thick wall of 
protective natural armor. While wearing no armor your AC is 
10+ Strength Modifier + Constitution Modifier. While 
wearing armor, when calculating your AC use your 
Constitution modifier in place of Dexterity. 

Soft Flesh. Mollu mucus is thick to soften blows from 
blunt force trauma thus granting the Mollu resistance to 
Bludgeoning damage. However acid, alchemic liquids and 
salts can easily tear away at the slime leaving burns upon a 
Mollu's body, thus the Mollu are vulnerable to Acid damage. 

Hobbyist. Mollu are proficient in a set of artisan tools of 
your choice. 

Earthy Folk. Mollu are proficient in Survival. 

Subrace. Choose between Shield, Terrestrial, Sea, or 
Pillow for your Mollu's subrace. 

Languages. Mollu can read, write and speak Sylvan, Elven 


\and Common. 





SHIELD 

Cavern and mountain dwelling Mollu were said to be born 
with the earth's body infused upon their flesh, giving them the 
defense of a dragon's hide. This is purely a romanticised story 
made by the elves when discovering the Shield Mollu who 
have been natural gifted with spiral, pointed or round shells 
covering their backsides. These shells are small scaled plates 
upon an infant Mollu's back at birth that slowly expand and 
take a harder form with the Mollu as they grow in age. 

Ability Score Increase. Your Consitution score increases 
by 1. 

Impenetrable Shell. Shield Mollu are born with a large 
shell upon their backs. Once per day as a reaction to 
incoming damage, you can retreat into your shell taking half 
the damage you would have recieved rounded down. This 
action knocks you prone and you must spend a standard 
action to craw] out of your shell. 

Bulwark. Your shell gives you an AC of 13 + Constitution 
Modifier and you cannot wear any medium or heavy armor. 


‘TERRESTRIAL 

The most common of forest dwelling Mollu often 
distinguished by their earthy or environmental colors and 
elongated bodies. Terrestrial Mollu flesh produces mucus 
much faster than any other species and is considered the 
strongest in durability. Elves and Humans will sought out this 
mucus for alchemic, artisan, construction, and magical 
trading purposes. 

Ability Score Increase. Your Wisdom score increases by 
1. 

Mucus Grapple. Terrestrial Mollu mucus is so adhesive 
that at it's slightest touch matter sticks to you like glue. You 
have advantage on grapple checks. 

Encase. When Terrestrial Mollu successfully grapple a 
creature that is medium or smaller, as a bonus action they 
can stretch themselves out constricting their body around the 
creature, encasing them in their mucus. The creature is 
restrained so long as you continue to coil yourself around 
them. If you release the creature from your constriction you 
encase them in a layer of your mucus, the creature is knocked 
prone and restrained for 1d4 + Strength Modifier rounds. 
When the amount of time rolled passes, the mucus dries and 
the creature is capable of easily breaking free from the dried 
mucus shell encasing them. You can attempt to encase 
another target after a short or long rest. 


SEA 

Through the years of evolving to thrive in the sea and gliding 
through the ocean's currents, the Sea Mollu built a strong 
adaptation for effortlessly manuvering through its waters. 
Their mucus while not as strong as their surface level 
cousins, does provide a stinging poison upon their bodies, 
which they apply upon their weaponry and hunting tools. 

Ability Score Increase. Your Intelligence score increases 
by 1. 

Water Glide. When submerged in water you have a swim 
speed of 60ft. 

Poison Mucus. Sea Mollu's Body Slam now deals an extra 
1d6 Poison Damage. As a bonus action you can apply your 
mucus onto any nonmagical weapon. On the next successful 
strike with the weapon you deal an extra 1d6 Poison 
Damage, the weapon loses this extra damage after a 
successful hit. 





PILLOW 

Pillow Mollu tend to live in higher concentrated woods filled 
with fae or arcane magics. Not only do their bodies gain the 
ability to fluctuate with the colors around them, but their 
personalities are more fae in nature making them more 
charismatic, friendly and aloof. Grand Pseudo Pillow Mollu 
are often powerful Wizards or Warlocks and are very eager to 
share arcane knowledge to all who visit their Grand 
Libraries. 

Ability Score Increase. Your Charisma score increases by 
1. 

Colorful Nature. The Pillow Mollu are colorful, cheerful, 
and very visually appealing. They sport leaf like ornaments 
upon their body and their mucus glistens within light 
granting them the ability to shift their skin color. Pillow Mollu 
have the Cantrip spell Friends. 

Soporific Mucus. Once a day when a Pillow Mollu 
successfully hits an enemy with it's Body Slam or a grapple 
check, as a bonus action the Pillow Mollu's mucus applies a 
warm yet comforting numbing sensation to the creature's 
flesh. The enemy must roll a Constitution Saving Throw vs 
DC 8 + Half the Mollu's level rounded up + Constitution 
Modifier or the creature will fall asleep for one hour unless 
physically roused awake or attacked. 


MOLLU CREATED BY CHEISTOPHER ZITO 
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